Blendan 7 mouth eyelids p. 1 


On youtube.com you can 
search for David Ward's 
tutorial on Tim. In part 15 and 
16 you can listen to how to ani- 
mate the mouth and other parts 
of the head with Shape Keys. 


Blendan you can find on 

https://www.youtube.com/ 

watch?v=6b5h7j0qexw 



Blendan beginner character to animate with Blender - see PDF-tutorials 

H 




In Object Mode select the body of the character Blendan. 


On the Data tab under Shape Keys click the plus-button and a 
Shape Key will be created called Basis. Click the plus-button once 
more and Key 1 will be created. 



You can rename Key 1 to Tab-key to go to Edit Mode. Click the button that let you not see You can choose Connected so vertices 

mouth the back of the head. around the selcted vertex/ vertices will 

be influenced then you move the select- 
ed one(s). 
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C - and you get a circle to select vertices in the underlip. 

If you select some wrong vertex you can unselect it by holding 
down SHIFT. 

Use the blue Z-arrw to move the selected vertices downwards. 



If you have choosen Connected - you can then you move the verti- 
ces move the mouse wheel to decide the size of the size of circle. 


▼ Normals 

S Auto Smooth 9 Double Sided 


► Texture Space 


► Vertex Groups 


▼ Shape Keys 
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C - to choose vertices in the upperlip. Use the blue Z-arrow to 
move the vertices upwards. 



Roll the mouse wheel to decide the size of the circle to influence 
more or less surrounding vertices. 



Tab -key to go to Object Mode and the mouth will close - the face 
returns to its original shape - Basis. 



You can move the Value-button to open the mouth. 
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If you do not want to see the wires in the face go to the Object tab and untick Wire 




Left click to place the 3D Cursorn beside the mouth 



Choose Edit Mode 


Select the rig 



SHIFT+A and a bone will be created with its base in the 3D 
Cursor 
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You can downsize the bone a bit. 

Select all of the bone and name it mouthbone 


3 - to go to Right view 

Move the bone a bit in front of the face. 
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Right click the Value-button and you can choose AddDriver 


Grab the little triangle in the left bottom corner of the 3D window 
and move it to the right. 


A new 3D window will show up. Choose instead to show the In the Graph Editor choose Drivers 

Graph Editor in the new window. 
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N -to open the Graph Editor's Properties window Instead of Scripted Expression choose Averaged Value 

SelectValue 



A warning triangle will show 
up - nothing to care about 



Remove Driver 


Type: 

/i\ ERROR: Invalid target cha. 


Driver Value: 0.000 


View Select Marker Channel 


'layback |Q|Q] ( 


Marker Frame Playback 


Vector 


Transform Channel 


Transform Channel 


_hose_p.L 

_hose_p.R 

_smth.02.L 

_smth.02.R 


MCH-upper_ 
MCH-upper_ 
MCH -upper 
MCH-upper_ 





rig 





Look for - rig 


And as bone - look for - mouthbone 




Select the rig - go to Pose Mode - move the mouthbone - then the 
mouth bones is down to the feet the mouth will begin to change. 
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Click the button Add Modifier and choose Generator 
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Fill in 


y = -10 

and the mouth will open then the mouth bone moves beside the 
mouth 
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Select Marker Channel 


Now the mouthbone beside the mouth will move the mouth 



View Select Marker Channel 


Place mouth pointer between the two windows and then right 
click and right click to choose Join Area 



And an arrow will turn up and you can choose to close the left 
window. 
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▼ Normals 


AutoSm 


► Vertex Groups 


▼ Shape Keys 


Vertex Colors 


► Geometry Data 


View Marker Frame 


Select the body in Object Mode. Select Basis. 



Window 
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Click the plus-button and a new Shape Key will be created namned 
Key 2 



▼ Normals 
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► Texture Space 


f Object Mode 


Rename Key 2 to eyelids 



Tab - to go to Edit Mode 
A - key to select all 


A - once more to determine that 
nothing is selected 
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Hold down SHIFT to select a vertex on each of the eyelids 


CTRL+L and all the vertices on both the eyelids will be selected 
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AutoSm 
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3 - to go to Right view 

Left click to place the 3D cursor in the corner of the eye 



. - full stop - to move the rotation point to the 3D cursor 


, - comma- gets the X,Y,Z-axes to move to a selected domain 
. - full stop - gets the X,Y,Z-axes to move the 3D cursor 
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R - rotate the eyelids to close them 
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In Object Mode move the Value button - perhaps the eyelids 
doesn't function so good 



ir Frame Playback 

Go to Edit Mode 


and move the eyelids a bit 
forwards 


Go to Object Mode and test to drag in the Value button 
- hopefully it will function now 









Blendan 7 mouth eyelids p. 9 



In Object Mode left click to place the 3D cursor beside the eyes 


a bone to the eyelids 



CTRL+3 to go to the Left view 

and check that the 3D cursor is in the front of the face 



Select the rig - go to Edit Mode - SHIFT+A and a bone will be 
created with its base in the 3D cursor 
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You can make the 3D cursor a bit smaller 



Select the whole bone. Name it eyelidsbone 



▼ View 
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In Object Mode select the bone. Left click the Value button and 
choose AddD river 


















Select Marker 
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Marker Frame 


Create a Graph Editor window. Choose Drivers 



Select rig 
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Remove Driver 


Type: 

/i\ ERROR: Invalid target cha. 
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N - for the Graph Editor's Properties menu. Select Value (eyelids) 
Choose Averaged Value. You will get a warning triangle - nothing 
to worry about. 




Update Dependencies 




► Vertex Groups 


View Marker Frame 
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Select eyelidsbone 
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Select Z Location 


Click the button Add Modifier and choose Generator 
























Fill in y = 10 + -1 

and the eyelids will close 

then the eyelidsbone moves downward 


test the eyelids bone and the mouth bone 



Test to move the eyelidsbone and see the eyelids moving 



And test the mouthbone 














